
























































































































































































Here’s your chal¬ 
lenge. Design one of these. Here’s 
what you have to work with a 
slab of raw material... and three 
kinds of machines: 


z: 


izr 


V 


X 
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a hole puncher. 


(r 
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a striper, 




the product you want. Now start 
the machines and see what you’ve 
got. 

Some turn our perfect. Some 
don’t. It all depends on how cleverly 
you arrange your machines. 

Watch yourself get better and 
better. Challenge your friends to 
giye it a try. Create new designs. 

You’re the chief designer, the 
foreman and the boss! 




and a block rotator. 


First, see what each machine can 
do. (Plenty, you’ll discover!) Then 
set up your assembly line to make 


Designers: Marge Kosel, Mike Fish, 
Sunburst Communications 

Educational Benefits and 

Thinking Skills 

This program helps kids 

• solve problems by thinking 
ahead and learning to break 
problems down into parts 

• work with basic math concepts 

• practice step-by-step computer 
programming logic 


® 1983 Sunburst Communications--- 

39 Washington Ave., Pleasantville, NY 10570 (800) 431 -1934 or call collect (914) 769-5030 



























































































































































































Program Guide 


The Factory 



• You invent new products, decide the best way to make each one, 
or chalienge friends to make the factory work as well as you can. 


• Every step of the way, you solve factory-type problems that 
build up your thinking skills, school skills, computer skills. 



















MOW'D YOU LIKE TO 
RUN YOUR OWN 
FACTORY? 


Who wouldn't? 

After all, factories make just about everything we use 
- from cars to custard, to home computers! 

Factories need machines, energy, raw materials (like 
wood, plastic, or steel) and of course, people. 

But mostly, factories are built from ideas! 


That's where you come in. You're the boss, so you decide 
what to make. And you decide how to make it... easiest 
and fastest. 


Some of the probiems may stump you at first. But 
that's where most of the fun comes in. Every time you 
solve another problem, you get another thrill! 

Of course, you probably have friends who think they can 
do the Job as well as you. Okay, give 'em a chance. See how 
they measure up. 


Or maybe you're a work-alone genius who'd rather sit 
back thinking up more and more new products - and then 
watch your factory turn them out right before your eyes. 



Weil, this is your factory so you'il be making all the 
decisions. Just enter this program in your computer, and 
... LET IT ROLL! 
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3®iBa 

Your first job is to see and under¬ 
stand how each of the nnachines work. 

... Select Job #1: Test A Machine 


STEP #1: 

HOW The Punch Machine 
Works 




You can make square or 
circuiar holes. The Punch 
Machine iets you punch 1, 
2, or 5 hoies... 


The Punch Machine 
punches holes through the 
middle of the square of 
raw material. 
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Select the Punch Machine, 
the kinds of punches, and 
then the number of holes 
for the machine to make. 


STEP #2: 

HOW The Rotate Machine 
works 






The Rotate Machine turns 
the square of raw material 
around "counterclockwise,' 
as shown on the left. 
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You decide how far to turn 
it...45, 90,155, or 180 
degrees. 



Select the Rotate Machine. 
Try turning it 45, 90,155, 
and 180 degrees. 
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STEP #3: 

HOW The Stripe Machine 
works. 


< 






LU 






-H 






-y 





The Stripe Machine paints 
stripes across the middle 
of the square of raw 
material. 


You choose how wide the 
stripes will be: thin, 
medium, or thick. 


Select the Stripe Machine 
and try making thin, 
medium, and thick stripes. 
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Now that you've seen how the machines work, your second 
job is to use them to make products. 


Select Job #2: Build A Factory 

You will use the same machines that you worked with in 
Job #1. 

You will be able to use up to eight of these machines at 
once to make each product. 

Select your machines, and then select the word DONE 
when you are finished. The Factory will begin to make your 
product! 
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After your product has been built, challenge friends to 
make the product you Just made. Your friends will have to 
select the right machines. Can they do it? Use the 
machines to invent more products - did the products 
come out the way you expected them to? 




In your last Job, you invented your own products... but 
now try to make a product the computer creates! 

Select Job #3: Make A Product 

You can have the computer show easy, medium, or hard 
products for you to make. 
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Try to select the machines that will make the same pro¬ 
duct the computer challenged you with. Once you have 
finished, select DONE. 



Did your product come out not-quite-right? 

That's okay! Try it again by selecting a new group of 
machines. 

Even if you made the product just right, you might be able 
to think of a faster or easier way to put it together. 

Try it! 

Once you master one level, try moving up to the next level. 
The products can be really tough! Have fun! 
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KNOWING MORE 
ABOUT OPERATING 
THE FACTORY 


• To select a machine, move the box to your choice. This 
is how: 

On the Apple, Atari and TRS-80 Color, use 

the arrows. 

On the Commodore, use the < , > keys. 

When the box is around the correct choice: 

On the Apple, Atari and Commodore, press the 
RETURN key. 

On the TRS-80 Color, press the ENTER key. 

• The ERASE box always allows you to erase the last 
machine you put up. 

• The BACK-UP box goes back to selecting a machine. 

• To stop a job, 

On the Apple, Atari, and Commodore, hold the 
Control key and press E. 

On the TRS-80 Color, press the \ and E key. 

• TO turn the souna off ana on. 

On the Apple, type a Control T at the menu. 
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OTHER THINGS TO 
THINK ABOUT... 
When you are 
playing THE FACTORY 


1. Can you make these designs on your products? 

• A star • A face 

2. Can you produce the designs of these flags? 

• Austria 

• Greece 

• Jersey State Flag of the United Kingdom 
5. Can you make products that look like these: 
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4. Can you make this product: 

• Using 8 machines? 

• Using 6 machines? 

• Using 5 machines? 



5. What's the most machines needed to build an EASY 
LEVEL product - if you do it as simply and easily as 
possible? What's the most you need for a MEDIUM 
LEVEL product? For a HARD LEVEL product? 


6. When you get to be an expert, add extra excitement to 
the game by playing against the clock. 

• Keep track of your speed records for matching EASY, 
MEDIUM, and HARD products. Keep working against 
your own records. 

• When competing, use the clock. How fast can your 
friend match the product you've designed? How fast 
can you match your friend's product? 
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OTHER THINGS TO 
THINK ABOUT... 

When you are not 
playing THE FACTORY 


1. Co into your kitchen. Look at any object. Chances are, it 
was made in a factory - on an assembly line. What kinds 
of machines might have been used? In what order? 

(For example, a decorated plate. Looking at it, you 
might imagine at least three machines making it one 
machine to mix the material it's made of; one machine 
to mold or shape it; one machine to put on the paint.) 

Wherever you go - in school, the movies, other people's 
homes - play this little game. Was it made in a factory? 
By what machines? In what order? 

2. Computer run assembly lines look like the wave of the 
future - at least to many people. In that sense, playing 
your factory computer game gives you an idea of 
what's coming. 

To keep on top of the subject, look and listen for news 
stories dealing with computer-run factories, factory 
robots, computer "automation." 
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HOW THE FACTORY 
HELPS KIDS LEARN: 


• Thinking Skiiis. 

THE FACTORY teaches how to "think ahead," break 
problems down into parts in order to solve them, pick the 
best problem-solving solutions. 

• School-Related Skills. 

THE FACTORY gives valuable practice in using basic math 
concepts including shape, angle, and rotation. 

• Computer-Related skills. 

THE FACTORY builds mastery of simple, step-by-step pro¬ 
gramming logic, encourages a creative approach to the 
computer. 


THE FACTORY was designed by Marge Kosel and Mike Fish 
of Sunburst Communications. 

Programming was done by: 

Apple version: Mike Fish Atari version: Mike Fish 
TRS-80 Coion Larry Bank Commodore version: Eric Grubbs 

© 1983 - Sunburst communications 

Pleasantviile, NY 
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Ages 10-adult 

You are the green and purple knight! 

• Boldly you enter the castle, careful to avoid that one mistake 
causing your doom. Finally, you’ve made it. 

• Now you match your steady nerves and keen-edged memory 
against your challengers. 

• Sharp memory is your only weapon. Use it well and behold — 
your thinking skills grow mightily. 


























You've won again. Follow¬ 
ed every step exactly. Your 
razor sharp memory still 
rules supreme. 


"Am I ready?" you ask 
yourself. "Is it time for a 
20-part adventure?" 


Smiling now, you think of 
the past, remembering that 
magic moment when you 
first discovered 
MEMORY CASTLE. 


You remember reading 
these very words the first 
time. 


You remember reading on, 
learning the powerful 
memory skills that have 
made you a noble champion. 


Now more than ever you 
feel your fate calling you 
into MEMORY CASTLE... 


But lo, your memory 
burns bright. Your power of 
recall is awesome. You type 
your message into 
MEMORY CASTLE. 


LION SHIELD 


TIS SURELY THE 
SHIELD WITH THE 
LION'S PICTURE... 

or 'tiS it? 

You must remember 
which shield to select. Your 
knightly honor depends 
upon it. One mistake and 
the 12-part adventure 
you've almost completed 
will be cruelly wiped out! 


"Take the blue and purple 
shield," cries a lowly knight 
from down the block, hop¬ 
ing you'll make a false 
move. 


"Pick the green and 
orange," shouts another 
rival. 
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How TO Build up 
Your Memory 


This simple method will 
take a few minutes. You'll 
find it's fun, and well worth 
your time! 

To start, you'll learn to 
connect each of the 
numerals 1,2,3,4,5,6,7,8,9, 
and 10 with a THING that's 
easy to remember. 


Here's how: 


Look carefully at each of 
the following pictures, and 
especially at how each 
number fits into each pic¬ 
ture. After you look at each 
picture, read the caption 
carefully. Better yet, read 
each caption aloud. 


LOOK AT THESE 



READ THESE 
CAPTIONS: 


1 makes me think of a 
MAGIC WAND because a 1 
looks like a wand. 


2 makes me think of a 
SWAN because a 2 looks like 
a swan's neck. 


3 makes me think of a 
TRIANGLE because triangles 
have 3 sides. 



4 makes me think of a 
TABLE because tables have 

4 legs. 


5 makes me think of a STAR 
because stars have 5 

points. 


6 makes me think of an 
ELEPHANT because 6 looks 
like an elephant's trunk. 


7 makes me think of a 
HOCKEY STICK because 
hockey sticks look like 7's. 


8 makes me think of a 
FIGURE EIGHT because an 
ice skater's figure eight 
looks EXACTLY like an 8. 


9 makes me think of a 
BALLOON because balloons 
on sticks look like 9's. 


10 makes me think of 
BASEBALL AND BAT because 
a ball and bat look like a 10 . 
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Now, look at the pictures 
again, but DON'T read the 
captions. As you look at 
each picture, tell yourself 
WHY each numeral reminds 
you of the thing in the 
picture. 

When you've done that, 
simply count to 10 with 
your eyes closed. As you 


count, see in your mind the 
picture that goes with each 
numeral, and again, tell 
yourself why. 


Repeat this three-step 
method as often as it takes 
to help you connect each 
number and picture in your 
mind. 


Remember the three steps: 

1. Look at the pictures and read the captiohs. 


2. Look at the pictures and tell yourself why the numerals 
remind you of the things in the pictures. 

3. Count to ten with your eyes closed, remembering each 
picture as you go. 


Here's how you use 
This Method To win 


The key to using this method is the number that comes 
before each instruction. FOR EXAMPLE: 


3. Co to the shield room and 
take the shield with the lion's 
head on it. 

To memorize this instruc¬ 
tion, begin with the numeral 
3. What picture does it bring 


to mind? The picture of 



Now, to make the triangle picture work for you, connect it 
to the idea of a shield room and the idea of a lion. 

HOW? 


By making a picture in your mind, a picture that includes 
some kind of triangle, plus something about a shield and a 
lion. You might come up with one like this: 



— a triangle-shaped pizza 
slice is being eaten by a 
lion who uses a shield to 
keep other lions from 
getting a bite. 


SOUND CRAZY? 

Good. The crazier the 
better—and the easier to 
remember. If you'd imagin¬ 
ed a picture like this, you'd 
probably find it easy to 


recall the parts of the pic¬ 
ture (triangle, shield, lion) 
when it came time to follow 
that instruction. 


To win at MEMORY CASTLE, imagine one such picture/story 
for each of your instructions. Your information will come 
back easily when you need it most. 














Even Magic Takes 
Practice 


And that goes for the magic 
of memory-building, too. If 
connecting numerals and pic¬ 
tures takes awhile, that's fine, 
Co back to it whenever you 
like. Remember, the more you 
play MEMORY CASTLE, the 
stronger you'll make those 
numeral-picture connections. 



The same goes for cooking 
up pictures and stories to help 
you remember instructions. 
The more you do it, the easier 
it will be —and the better 
you'll become. Which is, after 
all, the secret of 
MEMORY CASTLE. 


HOW TO End 

The Came immediateiy 

If you are in the middle of a game and want to end, hold 
the Control button and press the E key. 
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OTHER THINGS TO 
THINK ABOUT... 

When you play 

MEMORY CASTLE 

•Another Memory- 
Buiiding Method! 


Call this one the "Wild Story Method." Here's how it 
works: You simply begin to tell yourself a story as you 
start reading your instructions. The story must contain 
each piece of information in the right order. The story 
continues until your instructions are finished. 

FOR EXAMPLE, if your 
instructions are: 

1. Co to the shield room and 
get the shield with the castle 
on it. 

2. Co to the cemetery and 
find King Ceorge's grave. 

3. Co to the library and take 
the orange book. 

Your story might go like th 
You are washing the windSHIELD on your family truck 
when the CASTLE next door falls down. To check for injuries, 
you run across the CEMETERY between your two houses. 
From behind a king-size gravestone, the ghost of KINC 
CEORCE Jumps out to stop you. He asks you who invented 
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ORANGE juice, then he lies down again. You hit the school 
LIBRARY to find out. 


• Expanding The 
Number/Picture Method 


What happens if you want to remember more than 10 
items? Once you've got the knack of using this method, 
you'll find it easy to invent your own pictures/symbols to^ 
stand for numbers 11-20. 

FOR EXAMPLE, you know 
some people consider 15 bad 
luck. So, a bad luck symbol (like 
a black cat) might be a good 
picture to represent 15. 

You can also build on the numeric pictures 
you've already learned. 

TWO EXAMPLES: 

—You know that swans 
swim on ponds. So a swan (for 
numeral 2) swimming on a 
round pond (for numeral 0) 
might become your pic¬ 
tures/symbols for 20. 





—You might invent a table 
(for numeral 4) standing as if 
by magic on one leg (for 
numeral 1) to be the pic¬ 
ture /symbol you use for 14. 


The better you are at inventing your own pictures/sym¬ 
bols to stand for the numbers 11-20, the better your 
chances of remembering long lists of items. 
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• Play MEMORY CASTLE 

by the clock 

Keep records for how fast you can complete games on 
various levels. Use time as a factor when competing with 
other players. Set a maximum time for each game. Or, 
award points for the best total time. (If you're alternating 
turns, one person keeps and records time while the other 



OTHER THINGS TO 
THINK ABOUT...When 

you are not playing 

MEMORy CASTLE 

• Put your memory power 
to work 


After playing for a while with either the Number or Wild 
Story methods (or both), you'll find your memory power has 
grown much more powerful. 
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Well, don't save it for MEMORY CASTLE only! 


Right now, make a mental 
(or pencil and paper) list of 
all the school classes where 
you have to memorize 
facts. You can use your 
memory methods for every 
one of these classes — to 
get a tight grip on 
homework and to prepare 
for tests. 


Can you think of other 
situations where your 
super-memory will come in 
handy? In the supermarket? 
Following car or bike direc¬ 
tions? During a day full of 
errands? Make a list! 


• HOW long can your 
memory last? 

Write down a group of instructions from MEMORY 
CASTLE, or any kind of information at all. Use your new 
memory power to lock it into your mind. Seal the written in¬ 
formation in an envelope. Then: 


—Put a future date on 
the envelope and try to 
remember the information 
until that date. Open the 
envelope and see how well 
you did. 


—Put today's date on the 
envelope. Open when 
you've forgotten the infor¬ 
mation. How long can you 
go? The trick is remember¬ 
ing to remember your in¬ 
formation each day. Forget 
to remember it each day 
and you'll soon forget it. 
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HERE'S HOW 
MEMORY CASTLE 
HELPS KIDS LEARN: 

• Thinking Skiiis. 

MEMORY CASTLE teaches memory building methods, 
strengthens automatic recall we all use dally. 

• Schooi-Reiated Skiiis. 

MEMORY CASTLE skill practice supports better test-taking, 
classroom recall, reading retention. 

• Computer-Reiated Skiiis. 

MEMORY CASTLE helps kids practice memory skills used in 
programming, develops ability to work with memorized in¬ 
formation sequences. 


These programs were designed by staff members of the Rochester 
School District in Rochester, Minnesota as part of a Title IVC grant. Because 
the district believes that improving students' memory skills is an impor¬ 
tant part of thinking, a curriculum was established to achieve this goal. 
Subsequent test scores have shown that students using a memory system 
have improved their ability to remember. Memory Castle was designed by 
Donna Stanger and programmed by Lon Koenig with technical assistance 
from Paul Elseth. 


© 1983 - Rochester school District, 

Rochester, Minnesota (Computer Program) 

© 1983 - Sunburst communications, 

PJeasantville, New York (Guide) 
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by Memory Castle—try these other 
great programs from Sunburst: 


The Factory: 

Think you can run a 
factory all by your¬ 
self? The machines are 
ready and waiting for 
you... 


The Pond: 

Can you lead the frog 
through the lily-pad 
maze? Only one 
pathway is safe. 

Make a mistake and 
SPLASH ... you’re 


M-ss-ng L-nks: 

Here’s a puzzle that 
challenges you to 
read words and let¬ 
ters that aren’t there. 
Think you can do it? 
Good Luck! 


in THE POND. 


Get the program from your local dealer or 

Sunburst Communications 

Room AB 

39 Washington Avenue 
Pleasantville, NY 10570 
or, for immediate service, call Betty Higgs 

TOLL-FREE at 1-800-431-1934. 



The Sunburst warranty 

Congratulations on your purchase of quality Sunburst courseware! If this diskette 
should fail to boot withih the first 90 days followihg purchase, simply return to an 
authorized dealer or contact us directly for a FREE replacement. 


In New York, Hawaii, Alaska, or Canada 

call collect 914-769-5030. 



























Teasers by Tobbs 


Ages 8-adult 


Are you ready to take on Tobbs? 

• The Tobbs puzzles seem easy at first. But they soon turn 
wickedly tricky. And once you start playing... just 
try to stop! 

• Of course, Tobbs builds your thinking skills, school skills, 
computer skills. 

• But if Tobbs winds up challenging your mind — don’t say 
we didn’t warn you! 






















THEY CALL ME TOBBSI 



Okay, so I'm funny looking. 
I'm not here to win a beauty 
contest. I'm here to TEASE 
AND TWIST YOUR MIND. 




I do my work with math 
puzzles. That's right. When 
you're in my clutches, you 
add, subtract, multiply, 
divide...the works. 
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^ I may be funny looking but 
I'm very friendly, too. You'll 
especially like me when I show 
up with a clue you need. And 
wait 'till you SOLVE a Tobbs 
Teaser. I promise to jump up 
and down for Joy! 


We'll start out easy. Then I'll 
give you harder and harder 
problems when YOU think 
you're ready. 


And when friends or family 
ask for a turn. Just turn me 
loose. Then we'll BOTH get 
our laughs. 


I’M READY FOR ACTION NOW. What about YOU? 
Okay, let's go! 
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HERE IS HOW 
TEASERS BY TOBBS 
WORKS 

This program includes two groups of math puzzles. In one 
group,you ADD to find answers. In the other, you MULTIPLY 
to find answers. 

You choose the group you want when the program begins. 


Both groups of puzzles include 6 levels. Level 1 is easiest, 
Level 2 is slightly harder...Level 6 is most difficult of all. 


Before you start to play, 
TOBBS appears on the 
screen. You see a "grid" 
that looks like an empty Tic- 
Tac-Toe game. 


Every puzzle in this pro¬ 
gram appears on such a 
grid. TOBBS appears in one 
of the grid boxes. Your job 
is figuring out which 
number should be in the 
box where TOBBS appears. 

If you look at the instruc¬ 
tions, moving lines will 
show you which numbers 
to ADD or MULTIPLY to 
figure out the number 
which belongs in the TOBBS 
box. 


FOR EXAMPLE: 



As shown above, the lines 
tell you to use the 5 (it's 
circled here) and the 1, to 
get number you need. Add 
those two circled numbers 
and you get...6. 
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You'll soon become 
a detective 


As you move up from level to level, puzzles become much 
more challenging. You'll need to do real detective work to 
find the answers. 


Check this example from 
Level 4. 


+ 

3 


5 

8 



9 

12 

10 


HELP! At first, it seems 
there's no answer. But all 
the clues you need are hid¬ 
den in the numbers already 
shown. WHAT ARE THEY? 

Think...you know that 9 
(in the lower left box) and a 


missing number (upper 
right box) add up to 10 
(lower right box). 

Now, ask yourself, WHAT 
"missing number," added 
to 9,makes 10? 


Did you Just whisper 
1 ? That's right! So 
mentally,—or with a pen¬ 
cil- put a 1 in the upper 
right hand box. The rest 
should be easy. Just add 
the 5 (in the middle left 
box) with your new 1 (in the 
upper right box) to get the 
answer. 6! 


• A word about Level 6 

Here the game changes in a very important way. In Level 
6, you don't find answers that MUST go in the TOBBS box. 
Instead you select ANY number that CAN go in the TOBBS 
box. 

Here's the catch! 

The grid WILL NOT ACCEPT any number that is bigger than 
99, smaller than 0, or that has a decimal point. (For example, 
100 is not acceptable, neither is -1. 
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So you can't use such numbers in the grid. 

And you can't use any numbers which—when added or 
multiplied—produce a number bigger than 99, or smaller 
than 0. 


Here's a Level 6 example. 


+ 

3 


4 




26 




Look at It. Do you know 
how to start? 


Your first step might be 
to fill In the left hand boxes. 
How? Like this: 

You add 4 to 5 to get 7! 
Next add 26 to 3 to get 29. 

Now pick a number to 
replace TOBBS In the grid 
above. Remember, the 
number you pick cannot 
cause any number bigger 
than 99 or smaller than 0 to 
appear anywhere on the 
grid. 


How about 40? 


See how 40 works out by 
filling in all of the squares In 
the grid, as follows: 



Yes, 40 does the job. 
After you fill in all the 
numbers on the grid, you 
find they're all from 0 to 
99. 


But as you'll soon find 
out, not every number fits 
in as well as 40! Finding 
numbers that work make 
you a winner! 
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What about 
multiplication? 

You've seen addition examples ...to give you a feel for 
how these puzzles work. 


Multiplication games work In exactly the same way. The 
only difference is that you multiply instead of add to get 
your answers. 


For a quick review of all six levels of addition and 
multiplication games, see page 8. 


• HOW many problems 
make up a game? 

Three to five problems. If you play alone. If you play with 
others, games will include four or five blanks per player. (Up 
to four can play at once.) 


• HOW are games scored? 

You get one point for each correct answer. Scores are 
based on the number of correct answers out of the number 
of tries for each player. 


When the game is over, your score is shown beside your 
name. When more than one play, the name with the highest 
score is listed first, and so on. 
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• What options do i have? 

HERE'S HOW YOU CAN: 

• PASS. To pass your turn and avoid making a wrong guess, 
just PRESS P and the RETURN or ENTER key. You will lose a 
turn and give the next player an advantage. But if you're 
playing alone, you lose nothing. 

• GET A NEW PUZZLE. If a puzzle's too easy or too hard, 
PRESS N for new one. 

• GET HELP. If you need a helpful clue, press H. Tobbs will 
quickly come to the rescue: 

In Levels 1-5, TOBBS will draw lines showing you which 
numbers you must use to get your answers. 

In Levels 4-5, TOBBS will give you possible answers. 

In Level 6, TOBBS will give you one possible answer, but 
won't fill in the box. Then it's up to you to find another 
answer that does the job. (Remember, in Level 6, you solve 
the problem with any number that fits in.) 


End The Game 
Immediately 


• If you have an Apple or Atari, hold the Control key 
and press the E key. 

• If you have a TRS-80 Model III or 4, hold the shift key, 
the I and the E key. 

• If you have a TRS-80 Color, hold the | key and press 
the E key. 

Your game will stop. The score will appear. 
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A QUICK REVIEW OF 
ALL SIX LEVELS 
OF PLAY 

Addition 


• Level 1 

Only one answer box is blank, and you add 
numbers from 0 to 9. 

• Level 2 

Same as Level 1, except that up to four 
answer boxes may be blank. 

• Level 3 

Same as Level 2, except that you add 
numbers from 0 to 49. 

• Level 4 

Now boxes in the top row and left row may 
be blank. To fill them in, work backwards and 
ask questions like "What do I add to 4 to get 
8?" You go on filling in the top and left hand 
boxes until you have enough information to 
find the number that's called for. The 
numbers you add are 0 to 9. 

• Level 5 

Same as Level 4,except that you add numbers 
from 0 to 49. 

• Level 6 

Solve these problems by giving numbers that 
don't force numbers larger than 99 or smaller 
than 0 to turn up in the grid. 
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Multiplication 


• Level 1 

Only one answer box is blank and you multiply 
numbers from 0 to 4. 

• Level 2 

Same as Level 1, except that up to four 
answer boxes may be blank. 

• Level 3 

Same as Level 2,except that you multiply 
numbers from 0 to 9. 

• Level 4 

Now boxes in the top row and left row may 
be blank. To fill them in, work backwards and 
ask questions like "What do I multiply by 4 to 
get 8?" You go on filling in the top and left 
hand boxes until you've got enough information 
to find the number that's called for. The 
numbers you multiply are 0 to 4. 

• Level 5 

Same as Level 4,except that you multiply 
numbers from 1 to 9. 

• Level 6 

Solve these problems by giving numbers that 
don't force numbers larger than 99 or smaller 
than 0 to turn up in the grid. 
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OTHER THINGS TO 
THINK ABOUT.... 

When you play 

TEASERS By TOBBS 

• Compete against 
the clock. 

Keep records of your best times for each level you play. 
Set a BETTER TIME to beat at each level. See if others can 
beat your best time at each level. 

• More fun against 
the clock. 

Award various points for a variety of timings at each level. 
Then see who can mount up the most points in 15 minutes 
of playing any combination of levels. 
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OTHER THINGS TO 
THINK ABOUT....Whei1 

you are not playing 

TEASERS BY TOBBS 


• What is the least number of boxes needed to be filled In 
to make sure all remaining boxes are predetermined? What 
makes a grid contain a box which is not predetermined? 


• Come up with a puzzle with an extra row and column. 
Challenge your friends. How does the added row and 
column affect your time limits? What makes the grid 
contain a box which is not predetermined? 
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HERE IS HOW 
TEASERS BY TOBBS 
HELPS KIDS LEARN: 

•Thinking Skiiis. 

TEASERS BY TOBBS helps kids use problem-solving logic 
and confidently meet changing situations. 

•School-Related Skills. 

TEASERS BY TOBBS provides effective, enjoyable practice 
in addition, subtraction, multiplication, division (both in 
your mind and with pencil). Equally important, it kindles in¬ 
terest in math and makes math fun for kids of all ages. 

•Computer-Related Skills. 

TEASERS BY TOBBS emphasizes a basic fact of computer 
life: computers, like people, must have the information they 
need before they can do given tasks. In this program, 
players learn to find, arrange, and use needed information. 


TEASERS'BY TOBBS was designed by Dr. Tom O'Brien, a pro¬ 
fessor and director of Teacher's Center Project, Southern 
Illinois University. 

Programming was done by: 

Atari yersion: Jay Carlson, Jim Brayton 
Apple version: Cathy McMahon, Jon Sweedler 
TRS-80 yersion: Walter Koetke III 
TRS-80 Color version: Larry Bank 

© 1983 Sunburst Communications, inc., 

Pleasantville, New York 10570 
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(\i you enjoyed and were challenged by 
Teasers by Tobbs - try these other 
great programs from Sunburst: 



The Factory: 

Think you can run a 
factory all by your¬ 
self? The machines are 
ready and waiting for 
you... 


M-ss-ng L-nks: 

Here's a puzzle that 
challenges you to 
read words and let¬ 
ters that aren't there. 
Think you can do it? 
Good Luck! 


Memory Castle: 

Remember your 
orders exactly! Use 
your secret memory 
code. Just one mis¬ 
take brings doom in 
the Memory Castle. 


Get the program from your local dealer or 

Sunburst Communications 

Room AB 

39 Washington Avenue 
Pleasantville, NY 10570 
or, for immediate service, call Betty Higgs 

TOLL-FREE at 800-443-3334. 


In New York, Hawaii, Alaska, or Canada, 

call collect 914-769-5030. 





The Sunburst warranty 


Congratulations on your purchase of quality Sunburst courseware! if this diskette 
should fail to boot within the first 90 days following purchase, simply return to an 
authorized dealer or contact us directly for a FREE replacement. 























Ages 9-aclult 


Turn on mental powert> 
knew you had! 


• Amaze yourself (and everyone else) by cracking coded messages 
with most or all of the letters missing. 


• Challenge friends and relatiyes to match their skills against yours. 


•- Use hidden mental powers ttet build up your thinking skills, 
school skills, computer skills. 

























C-N Y- R--D TH-S? 

HOW good at cracking 
codes are you? 


If you're a "natural," you 
may already have figured 
out the message above. 

Right, it says: 

CAN YOU READ THIS? 


Even if you don't think 
you're an expert, you'll be 
amazed at the strange- 
looking messages you can 
figure 


In fact, you may soon be 
reading sentences that 
have NO WORDS OR LET¬ 
TERS AT ALL Sound im¬ 
possible? That's what 
everyone else will say 
before you show them how 
it's done. 




missing 
links 


Truth is, your mind can 
work miracles once M-SS-NC 
L-NKS turns on language 
powers you never knew you 
had! 

You set up each code¬ 
cracking puzzle yourself. 
First, pick the book you 
want to tackle. (They all 
come from great kids' 
stories.) Then, make the 
puzzle as hard as you like. 


Start easy. Leave out only 
the vowels A,E,l,0,U. Then 
try harder and harder 
levels. Soon you'll be dazzl¬ 
ing everybody with true 
mental magic. 

Of course, folks who see 
you in action will want a try. 
That's only fair. But can 
they match your skill? 
That's when the REAL fun 
starts! 

The game grows fiercer 
and fiercer. "Helpful 
remarks" fly back and 
forth. 

Everyone agrees. 

M-SS-NC L-NKS 

-S TH- B-ST C-M- -N T-WN! 
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HERE'S HOW 
M-SS-NC L-NKS WORKS 

At the beginning of M-SS-NC L-NKS, a printed message will 
tell you a little about this program—and then ask if you 
want to see the instructions. 

If you do, you'll get a chance to review some of what 
you're about to read right now. 

If you choose to skip the instructions, you'll be asked to 
set up your first M-SS-NC L-NKS puzzle on the spot—by mak¬ 
ing several choices. 

You'll choose: 

• the number of players • one of nine passages 

in the game (one or two), from that book, and 

• the book, • one of nine formats. 

FORMAT means a special way of printing the passage. 
You'll see samples of all nine formats printed like this: 

A. Wh—ch f—rm—t d— y— w—nt? 

B. W—i—h — 0 —m—t —0 — 0 — w—n—? 

C. W-f-d— y— w-? 

D. Which-do-want? 

E. —i- 0 —a- 0 —ou —a—? 

F. -h-1 —0 —u-1? 

C. Which-? 

H, -? 

I. -(No Clues) 

(Check pages 7-9 for a closer look at each format.) 

Next, you choose the number of tries you get to fill in 
each missing letter. Cive yourself from one to five tries. 
When you run out of tries, the program will fill in the empty 
space for you. 
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If two are playing, you'll also decide how many tries each 
player gets per turn—from 3 to 15. 


Once you've made your choices, the game carries you 
along. 

Look at the beginning of the passage on the screen. In the 
first empty space, the cursor (a small square or line) ap¬ 
pears. On your keyboard, press the letter you think belongs 
in that empty space. 


If you guess the WRONC 
letter, it will appear at the 
bottom of the screen. Then, 
try again...until you run out of 
the tries you've given 
yourself. 

AAA 


XXX 

If you choose the RICFIT 
letter, the cursor will move to 
the next empty space. 


TWO TYPING TIPS: 

1. When pressing a letter 
key, press lightly and quick¬ 
ly. If you press too hard or 
long, the letter may repeat 
itself. 

2. When you want to fill in 
a CAPITAL letter, be sure to 
press SFIIFT when you type 
that letter in. 




• If you have an Apple, the program will take care of the 
capitalizing, so you don't worry about it. 
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Moving the cursor around 


You may want to move the cursor inside the passage for 
various reasons. For instance, you may want to skip hard 
blank spaces first and come back to them later, or find the 
easiest ones to fill in first. 


Here's how: 

• If you have an Apple: 

—Pressto move the cursor LEFT. 


—Press-^to move the cursor RIGHT. 

—Press Control K (hold the CTRL key 
and press the K key) to move the 
cursor UP. If you have the Apple He, 
you may also press the | key. 

—Press Control J to move the cursor 
DOWN. If you have the Apple He, you 
may also press the | key. 

—Press Control T (top) to move the 
cursor to the FIRST BLANK IN THE 
PASSAGE. 

—Press Control B (bottom) to move 
the cursor to the LAST BLANK IN THE 
PASSAGE. 


• If you have an Atari: 

—Press^-to move the cursor LEFT. 


—Press-*>to move the cursor RIGHT. 

—Press I to move the cursor UP. 

—Press I to move the cursor DOWN. 

—Press START to move the cursor to 
the FIRST BLANK IN THE PASSAGE. 


—Press SELECT to move the cursor 
to the LAST BLANK IN THE PASSAGE. 


• If you have an IBM: 

—Press-^to move the cursor LEFT, 

—Press-* *^to move the cursor RIGHT. 

—Press I to move the cursor UP. 

—Press I to move the cursor DOWN. 

—Press HOME to move the cursor to 
the FIRST BLANK IN THE PASSAGE. 

—Press END to move the cursor to 
the LAST BLANK IN THE PASSAGE, 

• If you have a TRS-80: 

—Pressto move the cursor LEFT, 

—Press-►to move the cursor RIGHT. 

—Press I to move the cursor UP. 

—Press I to move the cursor DOWN. 

—Press CLEAR and the t key at the 
same time to move the cursor to the 
FIRST BLANK IN THE PASSAGE. 

—Press CLEAR and the j key at the 
same time to move the cursor to the 
LAST BLANK IN THE PASSAGE. 
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HOW the game is scored 


To get your score, the program uses a formula 
which counts: 

1. the number of WRONG 
GUESSES you make in the 
game; 

2. the number of times you 
GUESS RIGHT ON YOUR FIRST 
TRY; 

5. the number of LETTERS 
THE PROGRAM FILLS IN for 
you. 


How to check your score 

YOU MAY WANT TO CHEGK YOUR SGORE DURING THE 
GAME. Here'S how you do it. 

• If you have an APPLE, press RETURN. 

• If you have an ATARI, press OPTION. 

• If you have an IBM, press 

• If you have a TRS-80, press ENTER. 
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HOW to end the game 


IF YOU WANT TO STOP THE CAME AT ANY POINT, here's how: 

• If you have an Apple, press ESC or Control E (hold the 
CONTROL key and press the E key). You'll have the choice of 
stopping altogether, or playing again. 

• If you have an Atari, press ESC or Control E (hold the 
Control key and press the E key). You'll have the choice of 
stopping altogether, or playing again. 

• If you have an IBM, press ESC or Control E (hold the 
CONTROL key and press the E key). You'll have the choice of 
stopping altogether, or playing again. 

• If you have a TRS-80, press SHIFT, down arrow, and E all 
at the same time. The game will stop. 

THE NINE FORMATS... 
A CLOSER LOOK 

These nine formats are arranged with the easiest first and 
the most difficult last. 

It's suggested that you try format A first, as a way of 
getting to know the game. 

After that, let your code-cracking confidence be your guide! 


k 
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FORMAT A— Leaves out the 
vowels A,E,l,0,U, and most 
of the time, Y. 


FORMAT B— Prints every 
other letter. 


THE IH THE 

MILL0W5 

S’V K; . G R C X ^ 

th— s~t h~»-, Xh~ " 

fer-ght f-r- ~rs th- p-t'l — r, 

th~ H*”!- ~n ~n —-r ~n 

"f ~t:, 4~wr^ - 

sl~pp~rs f ~r h~m, 
t~l4 st-r —-s t~li 

thr~ll~np 

i~h- 


THE CRICKET IH 
TIMES SQUARE 

-a- h-a-4 -l-o-t -i- t-a 
-H-'t ~a~ fe~ h-*a~4 ~n ¥-r~ 
C-t"? t~e -f -ii-u-p -r-i-s 

t~# -h-i-k.-h-i- i~o~ w-a~l- 
Jt-k-i a~4 “h.- P-h-l- a- 

feoj-gi-. S~t ~n -l- h-s -o-r-a-s 
t~e -r-a-a-t -i-y ~n -h- 
-a~ n~y~r -e-s'- -a 
-0-0- O-i**® -i-* 


FORMAT C— Prints the first 
letter in each word. 


FORMAT D— Prints every 
othfer word. 



FORMAT E— Prints only the FORMAT F— Prints the last 
vowels A,E,l,0,U, and Y letter of each word. 



^ MY SI&E or THE 1 
MOUHTAXH 

esv )Cse:of«GEiCji.3 

*»2 Sk -« ---ft -ft a -—4 

- ——e ---..t 

..— f. -->t X -—o. 

.^.-...-.0 »-:s a ~-x .---t -ft 

—--4 —--t -« -s --4 -s —e 

- t. —ft-n -t 

—~~r-, —4 —-9 —4 —^—4 -t 

——I 1 -—« a -—9-‘ft -ft —ft 

-X ——t —e.« 

L J 
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FORMAT C— Prints the first FORMAT H— Prints only 
word of each sentence. blanks that show where the 

letters belong. 


or ik BOLL 1 

mt»n S------—- 

■ 

rCHftRLIE AMD THE ^ 

’ CHOCOLATE FACTORY 

•. ■“* ■ 


--. He -1---, 

-, ... .. .. 

^ZZZi ____ 


L. 1-1 j 

L__ J 




FORMAT I— Prints nothing 
but the title and author at 
the top of the screen. (NOT 
for beginners!) 


^TTLE HOySE lH 
BXU 


A WORD TO ADULTS 
AND OLDER KIDS... 


This program has a special feature that will help you make M-SS-NC 
L-NKS easier for younger kids to play. 

We call it the "Time-Saving Option" and it lets you set up games for 
youngsters in advance by selecting the kinds of passages, formats, and 
playing rules they'll enjoy most. Then, when the children sit down to 
play, they can Jump right into it! 

Here's how the "Time-Saving 


Option" works: 

1. Hold the Control (CTRL) key and 

type the letter "T" when the words 
"Do you want to see the directions?" 
appear on the screen. On the TRS-80, 
hold the Shift Key and the 1 Key and 
press the "T" Key, * 

2. The screen will list the options in 
the program. Each one will have the 
words "Student choice" after it. (This 
means the player can choose the 
book, passage, number of guesses, 
etc.) 


3. At the bottom of the screen, 
you'll be asked, "Do you want to 
make any changes?" If so, type "Yes." 


4. The screen will present a 
numbered list of the options you can 
change. Respond by typing the 
number of the one you want to 
change. 


5. The screen will show the 
passages, formats, rules, etc. you can 
pick. Select one and type the number 
next to it. 


6. This process will be repeated 
until you've selected all the options 
you want to specify. When you have, 
select "Changes Completed." 


7. On the next screen, type "No" 
to'answer the question "Do you want 
to make any changes?" 


8. The program might then say, 
"Please remove the write protect 
sticker from the edge of the 
diskette." (The write protect sticker 
prevents you from changing infor¬ 
mation on the diskette). Remove the 
diskette from the disk drive and peel 
off the sticker from the edge of the 
diskette. Then put the diskette into 
the disk drive again and press the 
RETURN or ENTER key. This will make 
your changes a built-in part of the 
program until you use the "Time- 
Saving Option" to make new 
changes. Finally, replace the sticker. 
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OTHER THINGS TO 
THINK ABOUT... 

When you play 
M-SS-NC L-NKS 

• Try making up your 
own puzzles without a 
computer 

Write your own. Use the M-SS-NC L-NKS formats. Invent 
your own formats. If you type, so much the better. If you've 
got a word processor, better yet. If you like pencil-and-paper 
games at parties, make copies and pass them out—who can 
complete your puzzle fastest? Use M-SS-NC L-NKS at a party. 

• Play M-SS-NG L-NKS 
by the clock 

Keep records for how fast you can complete the various 
formats. Use time as a factor when competing with other 
players. Set a maximum time limit for each game. Or, award 
points for best total time. (If you're alternating turns, one 
person keeps and records the time while the other plays.) 
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OTHER THINGS TO 
THINK ABOUT...when 

you aren’t playing 

M-SS-NG L-NKS 

SHORTHAND is a lot like some of the M-SS-NC L-NKS for¬ 
mats. Shorthand is a way of writing that leaves out a lot of 
letters, or replaces letters with simple marks. It's fast and 
easy to write, but it's also easy to read. 

Invent your own short-hand. And use the M-SS-NC L-NKS 
game to help you. As you play, you'll quickly get a sense of 
which words come up most often. Those are words you'll 
want to invent simple marks for—like using a letter "y" for 
the word "why" and a double crossed "T" for the word 
"the." 

You'll also get a feel for which letters can be dropped 
from a word—without losing the meaning of the printed 
word. You'll see which words you pick up from just the first 
letter, or the last. Try it. You'll find this game helpful in 
creating a personal short-hand of your own. 


CONVERSATION is like some of the M-SS-NC L-NKS formats 
in this way: when we speak we leave out many words, yet 
their meaning is understood. For example: "Later." left out 
but understood: "I will see you..." "Back by nine." left out 
but understood: "I will be..." or "You better be..." 

How do we understand the meaning with the words left 
out? Same way we do it in M-SS-NC L-NKS. 
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We use what we know about the situation, the speaker, 
and the words that came before...to fill in what isn't put 
into words. 


Listen for this in conversation. Mentally, or even in a 
notebook keep track of words which are not said, but are 
still understood. 


YOUNG PEOPLE'S LITERATURE 
CREDITS 


Excerpts from THE SECRET CARDEN by Frances Hodgson Burnett, 
©1938 by Verity Constance Burnett, J. B. Lippincott Company. 

From CHARLIE AND THE CHOCOLATE FACTORY, Copyright ©1964 
by Roald Dahl, Alfred A. Knopf. 

MY SIDE OF THE MOUNTAIN 

Reprinted by permission of Curtis Brown, Ltd. Copyright © 1959 by 
Jean Ceorge. 

Kenneth Crahame, from THE WIND IN THE WILLOWS. Used with the 
permission of Charles Scribner's Sons. Copyright 1935. 

E. L. Konigsburg, FROM THE MIXED-UP FILES OF MRS. BASIL E. 
FRANKWEILER. Copyright ©1967 by E. L. Konigsburg. Used with the 
permission df Atheneum Publishers. 

From THE LION, THE WITCH AND THE WARDROBE, copyright C. S. 
Lewis 1950, published by Collins. 

Selections from THE CRICKET IN TIMES SQUARE BY Ceorge Selden, 
illustrated by Carth Williams. Copyright ©1960 by Ceorge Selden 
Thompson and Carth Williams. Reproduced by permission of Farrar, 
Straus and Ciroux, Inc. 

Specified excerpts from LITTLE HOUSE IN THE BIC WOODS by Laura 
Ingalls Wilder. Copyright 1932 by Laura Ingalls Wilder. Reproduced by 
permission of Harper & Row Publishers, Inc. 

From SHADOW OF A BULL, copyright ©1964 by Maia 
Wojciechowska, Atheneum. 


HERE’S HOW 
M-SS-NC L-NKS 
HELPS KIDS LEARN: 


• Thinking Skills. 

M-SS-NG L-NKS Strengthens the inborn "language sense" 
we all use in reading and conversation. 

• School-Relateci Skills. 

M-SS-NG L-NKS improves reading comprehension, spelling, 
vocabulary, understanding of grammar, punctuation, and 
sentence structure. 

• Computer-Related Skills. 

M-SS-NG L-NKS familiarizes kids with the computer's ability 
to organize and display printed messages in different ways. 


M-SS-NC L-NKS was designed by Dr. Carol Chomsky, 
Lecturer on Education at Harvard Graduate School of Educa¬ 
tion and Dr. Judah L. Schwartz, Professor of Engineering 
Science and Education at MIT. Original programming was 
done by Harold Chomsky and Jon Kaplan and coordinated by 
Mary Anne Hermann. 

The Apple version was programmed by 
Judah L. Schwartz and Jon Kaplan. 

The Atari version by Jon Kaplan. 

The IBM version by Harold Chomsky and Jon Kaplan. 

The TRS-80 version by Walter Koetke III. 

© 1983 — Carol Chomsky, Judah L. Schwartz (program) 

© 1983 — Sunburst Communications 

Pleasantyille, New York (guide) 
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The Sunburst warranty 

Congratulations on your purchase of quality Sunburst courseware! If this diskette 
should fail to boot within the first 90 days following purchase, simply return to an 
authorized dealer or contact us directly for a FREE replacement. 


r. 


If you enjoyed and were challenged 
by M-ss-ng L-nks - try these other 
great programs from Sunburst: 


The Factory: 

Think you can run a 
factory all by your¬ 
self? The machines are 
ready and waiting for 
you... 


The Pond: 

Can you lead the frog 
through the lily-pad 
maze? Only one 
pathway is safe. 

Make a mistake and 
SPLASH ... you’re 
in THE POND. 


Memory Castle: 

Remember your 
orders exactly! Use 
your secret memory 
code. Just one mis¬ 
take brings doom in 
the Memory Castle. 


Get the program from your local dealer or 

Sunburst communications 

Room AB 

39 Washington Avenue 
Pleasantville, NY 10570 

or, for immediate service, call Betty Higgs 

TOLL-FREE at 1-800-431-1934. 

In New York, Hawaii, Alaska, or Canada 

call collect 914-769-5030. 



















